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ONLY BY THE SWORD CAY YOV SWRVIYE. 


BVSHIDO 


l( is said that deep in the Southern mountains 
of Japan lies an ancient dojo called the 
Meikyokan, a 500 year-old tlojo that contin¬ 
ues the secret teachings of the Narukagami 
Shinto. 

It Is also said that within the Meikyokan, 
there exists a secret society of assassins 
called the Kagc. Each Kage pledges loyalty 
and secrecy on penally of death. 

Of course, this is all myth, ns no Kage has 
ever left the dojo. 

Until one day, when one escaped. 

In retaliation, the Meikyokan ruling council 
ordered several assassins to destroy their 
ex-comrade, or be destroyed themselves. 

They caught up with the fugitive Kage in the 
blasted ruins of the Yin and Yang Castle. 

A fierce battle ensued between the ex-com¬ 
rades, and only one lived to tell the tale. 



Bushido; "the way of the warrior," is a 
deeply followed code of honor that bound 
the Japanese Samurai from 1000 AD to 
1876 AD. This code fused traditional Shinto 
and Zen Buddhist beliefs, to create virtuous, 
honorable warriors. Sword matches were 
fought In accordance to the honorable 
teachings of Bushido, Dishonorable fighting 
was punishable by death. Yet dishonor, was 
far worse than death. 

In Bushido Blade, those who fight dishonor¬ 
ably such as striking an opponent from 
behind while running or climbing away will 
be punished. The secrets of the Kage will 
not unfold at the end of the journey and 
worse of all, you will be marked with dis¬ 
honor for not following the code of Bushido. 




BASIC CONTROLS 



1 Set your PlayStation'" 'game console accord¬ 
ing lo Ilia instructions in its Instruction 
Manual. Make sure the power Is OFF before 
inserting or removing a compact disc. Insert 
Ihe BUSHIDO BLADE™ disc and close the 
CD door. Insert the game controllers) and 
turn ON the PlayStation 1 " game console. 
Follow on-screen instructions lo start Ihe game. 

Memory Cards 

Bushido Blade" 1 ' lets you save games onto a 
memory card (sold separately). Insert a mem- 
\ ory card In Slot I or Slot 2 of the PlayStation 
i game console before starling play. 

You must have at least I memory block free 
to save a game. If a memory card is full, 
delete data from It: or reformat the card 
before starling. (See the hardware manual for 
Instructions.) 


(START) 

Skip the opening sequence 
Pause during Battle 
(Press again to resume play) 

NOTE: Press thb Select, Start, R1, R2, 1.1, anti 1.2 
buttons simultaneously to reset and return lo Ihe 


(SELECT) 

Surrender can only be used when legs 
sustain heavy damage and the character Is 
unable lo stand (for details, see P, % 

(Directional Huttons) 

Movement - Use in coniuncllon with other 
buttons when Attacking or making Menu 
selections 

(Right) 4 Move forward 
(Left) 4 Move backward 
(Up) ♦ Move left 

(further Into screen) 

(Down) ♦ Move right 

(toward the front of 
Ihe screen) 

NOTE: This explanation of Ihe Directional Billions 
Is for when the character Is on Ihe left side of Ihe 


Important: Do not remove the memory card while 
saving or loading games, ns doing so could 
damage the data, 




(O) 

Upper Body Attack 

(Attacks opponent's bead) 

(©) 

Mid Body Attack 

(Attacks opponent's torso) 

Cancels "Replay," "Victory Pose" and 
"Continue" 


Lower Body Attack 

(Attacks opponent's legs) 

Selects Modes, Characters 
and Weapons 

(©) 

Defend 

(Blocks the opponent's weapon) 
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MAIN MENU 


BASIC RULES 

Bushido Blade is an innovative new fighting 
game that shatters traditional fighting game 
conventions. Time limits, health meters, and 
restricting arenas no longer exist, It's pure 
fighting in the real world. Use any combina¬ 
tion of six characters and eight ancient 
weapons which increase the elements of 
strategy. Victory is achieved by delivering 
fatal attacks to the opponent's vital parts, 
such ns the head, the chest or the torso. It 
only takes one critical blow to destroy your 
opponent; This is the "Single Deathblow" 
system and it's completely unique to 
Bushido Blade. 


Story Mode: One or Two Players 

The player is the renegade who has escaped 

from the secret society of Kage assassins. 

The goal is to find an escape route some¬ 
where within the ruined castle while fending 
off the Kage assassins bent on their ex-com¬ 
rade's destruction. In this mode, dishonor¬ 
able fighting will keep the player from see¬ 
ing the secrets of the Kage unfold. 



VS. Mode: Two Players 
Each player selects a different character, a 
weapon, and the battle environment. At the 
end of a match selecting "CONTINUE" will 
start a new match without returning to the 
character, weapon, and arena selection 
screens. If "CONTINUE" is selected, the 
number of wins for each player will be 
displayed. 
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VS. Mode 


Slash Mode: One Player 
The Player's goal is to defeat 100 opponents, 
who will appear one after another. Any 
damage sustained will not be restored unless 
the Player restarts to the beginning or selects 
"CONTINUE." NOTE: In Slash Mode only 
the Katana can lx? used. 



Slash Mode 


Training Mode: C >ne Player 
The Player selects an opponent and weapon 
to practice the various attack strategies. In 
Training Mode, tlx? battle environment will lx? 
limited to three areas. In addition, wooden 
training swords, not real ones, are used. To 
end, press Select and Start simultaneously. 



Training Mode 


POV Mode/Unk Mode: ()ne or Two Players 
This allows the player to fight from the 
perspective of the character. Only one play¬ 
er can use POV Mode while Link Mcxle is 
for two players. 

NOTE: The spacing between the* characters and 
the use of tin? Directional Buttons are slightly 
different from other modes. For details, see R 27. 



POV Mode 


Movie: View the introduclion movie to 
Bushido Blade. You will also be able to view 
ending movies here once you've cleared the 
Story Mode. 





BASIC ATTACKS 
AND COMMANDS 

Basic Attacks 

The patterns for the basic attacks are shown 
to the right, However, depending on the 
weapon or stance (and In some cases the 
character) not all attacks can be available. 

Attack while Free Running 

(LO)+(Directlonal Button) 

Can be used with any weapon. Press the 
(©I Button to attack while continuing to run 
Press the (®) Button and the (©) Button to 
slop after attacking on the run. 

Attack while lumping 

4+(RB)(R0) 

Can be used with any weapon. Press line 
Attack button while jumping. Press the 
(©) Button to land in High Stance, the 
(©) Button for Normal Stance, and the 
(©) Button for Low Stance. 

Additional Attack 

4 4 (©) 

Effective against an opponent that has 
collapsed, 

Note: The explanation of these commands are for 
when the character Is on the left side of the screen. 

Face-off 

When both players attack at the same time, 
a "Face-off" situation will occur. In this 


event, push and shove the opponent by 
repeatedly pressing one of the attack buttons. 
The character that loses the "Face-off” will 
be pushed back, and the "Face-off" winner 
will gain tire advantage. The losing character 
can try to dodge their opponent’s push and 
regain the advantage by pressing the 4 ♦ 
or ♦ Directional Buttons. 

Defense Break 

This game has an unique defense system 
(® Button). Unlike conventional fighting 
games which offer automatic blocking, here 
defense is done by intentionally deflecting 
the opponent's attack with your Weapon. 
1-loWever, when the opponent's attack power 
is much stronger than your character's 
defense power, your character could lose 
,’their balance from this. 

Even though damage Is not incurred, control 
of the character will be momentarily lost. 
This is called the "Defense Break." 

Obviously this is a bad situation, however, if 
tlie (RB) button Is pressed the moment the 
balance Is lost, the character will roll back¬ 
wards and dodge the opponent's next attack. 
This is an essential move for those using a 
less powerful character. 


Additional Attack: *4 (©) 


L6C DAMACe/INABI LIT/ 
TO STAND 

As the legs sustain damage, movement will 
become hindered, the ability to change the 
stance will be lost and eventually the char¬ 
acter will no longer be able to stand. The 
character can still perform basic attacks and 
defenses, provided there is no other inhibit¬ 
ing body damage. 

Dive 

IRB) 

When the character can no longer stand, 
they can still dodge attacks by pressing the 
(RB) Button which will cause them to dive 
to the ground. While on the ground, press 
the (♦) or (♦) Directional Buttons to make 
the character roll. 

Rising Attack 
(♦)+(©) 

This enables the character to attack their 
opponent while regaining their feel. 

Throw Sub-weapon 
(4)1®) 

If the character can no longer stand, and 
assumes a low stance, they can throw their 
sub-weapon without pressing the 
(RB) Button. 


If the character can no longer stand, and is 
in the low stance, the character can still 
blind their opponent. 

Surrender (SELECT W) 

When a character can no longer stand, the 
character can surrender. The character will 
then sit and honorably allow their opponent 
to behead them. 


Dive: (RB) 

Rising Attack: (^*) + (©) 
lilindin):: (■►l -i (RB) 


(MOTION SHIFT 

Most fighting games utilize a command sys¬ 
tem where preset button sequences create 
Special Attacks. Bushido Blade introduces a 
unique, more realistic approach called 
"Motion Shift." With this system, the player 
starts one motion lay pressing a button, then 
adds a second, continuous motion by 
pressing another button, so that a special 
technique or movement Is created. 

NOTE: in this manual, tho descriptions arc* shown 
as "(©)(©), (©)," rather than "(©)(©)(©)," to 
depict the delay in timing. 

The jumps and major attacks introduced in 
P. 10 ana P. 11 are essential commands for 
the "Motion Shift" system. 


Blinding 

(4)+(RB) 






ESSENTIAL BUTTONS: R1, R2 

The (RO) and (RQ) buttons are essential to 
play this game as the skill of raising and low¬ 
ering the character's center of gravity Is nec¬ 
essary for most of the major and special 
attacks. 


Crouch Step 

(4) + R(O) 

An essential move in Bushido Blade: moving 
in and lowering the center of gravity enables 
various special moves to be made. The 
Crouch Step can also be used to pick up a 
discarded sub-weapon from the ground. 

NOTE: These moves can be made with any weapon; 
and from any stance. 

jump 

(4) + (RO)(RO) 

Spring up from the Crouch position and jump 
up to 6 feet. 

Sub-weapon 

(4)+(RO) (®) 

Throw any sub-weapon in possession. 
However, If the left ami is injured, the 
character will not be able to throw 
a sub-weapon. 


Crouch Step: _ (4) + R(l 
Sul>weapon: 


(4) + IKO] t©) 
(4) + (KB) (RE 


Blinding the Opponent 

(4|+(ROhrB) 

A character can blind their opponent by 
picking up sand, mud, or snow from the 
ground and throwing It Into their face. 
Although this will not cause any damage to 
the opponent, it can create an opportunity 
for attack. NOTE: If (4) + (RO) is pressed, the 
stance will return to normal. 
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Major Attack 

After the Crouch Step, press the (©) Button 
or the t©) button to launch various major 
attacks. Major attacks will differ depending 
on the combination of characters arid 
weapons. Example: "Head Crush" 

4 + RO + © 

Climbing to Upper levels 

(Directional button) + (RO) 

Press the (Directional button) to move in the 
desired direction and press (RO) to climb. 
This can also be done while running. 
Climbing speed will vary, depending on 
the character. 

Eluding Attacks 

(When weapons hit: (RO) 

When the opponent strikes the character's 
weapon, and has caused the character to 
lose balance, press the (RO) button to 
instantly roll back. Unlike "Defend," this 
opens up space between the character and 
the opponent and is effective In avoiding 
combination attacks. 


Major Attarlo After the Crouch Step, 
O© press the (©) button 
| or the (©) 

Climbing to 

Upper levels: Directional button 

Eluding Attacks: When weapons hit: 
IKBi 


NOTE: The explanation for these commands Is for 
wlien the character is on the left side of tlie screen. 






OPTIONS 


Select options with the Up/Down 
Directional Buttons and change settings with 
the Left/Right Directional Buttons. Once all 
settings have been made, press the (©) but¬ 
ton to return to the main menu. 

Difficulty level 

The threat of computer controlled opponents 
can be changed. 

Roll-out Rate 

The probability that the characters will fall 
after running Into obstacles or other charac¬ 
ters can be changed, When "High" is select¬ 
ed, characters are knocked down, not only 
by each other, but also from running into 
1 obstacles or walls. 

Music 

The niusic can be turned off In order to only 
hear the sound effects. 

Monitor color 

I'he game can be displayed in either Black & 
White or Color. Select "Off" to switch the 
display to Black/White. Any change will take 
effect when you return to the Main Menu, 


Continue 

The "Continue" function can be deactivated 
by selecting "Off." 

Background 

The brightness of the battle arena's back¬ 
ground can be increased or decreased. 

Memory Card 

The options settings, ending movies and 
player position in the game can be saved. 
Select either "Save" to the save file or "Load" 
to read the file. Press the |Q) button to 
proceed, One block of memory will be used. 

Auto-Save 

The game can be automatically saved onto 
the memory card without selecting "Save" in 
(lie "Memory Card" menu, Select "On" to 
activate this feature. Loading will begin auto¬ 
matically upon start-up. Make sure to insert 
the memory card used previously. 
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"BODY DXMXCG" SY5T6M 

Instead of a "Life Meter," Bushido Blade 
introduces the new concept of "Body 
Damage," where the character Is Incremen¬ 
tally weakened as damage is incurred. As 
areas of the character's body liecome dam¬ 
aged, that area will become weaker and 
weaker until it is nonfunctional. Because of 
this, players cannot underestimate even the 
smallest hit. 

For example: When light damage is received 
to the body, the character flinches for a 
moment and movement is reduced, 

When severe damage is received to the left 
arm, the ability to hold a weapon with both 
hands, is lost and the effectiveness of the 
Weapon Is minimized. 

When severe damage is received to the legs, 
the ability to stand is lost, limiting the move¬ 
ment and attacks of the character. 


Gauging Performance 

Various lighting effects will be shown to 
describe the levels of damage and the 
performance of defense during the battles. 

Green: Shown when defending. 

White: Shown when weapons hit 
each other. 

Orange: Shown when damage is done. 

Red: Shown when a death blow is 
administered. 













Kill,inn 

Total length: 92 cm (36 w In.) 
Blade length: 69.3 cm (27 3/10 in.) 
Curvature: 2.1 cm (4/5 In.) 

Weight: 1.5 kg (31/3 lbs.) 

Features: 

Primarily a two-handed weapon; this can 
also be used less effectively with one hand. 
The Katana has great range, but is slow 
when Initiating attacks. 

Weapon Commands 


Nodachi 

Total length: 119 cm (46 Wio in.) 
Blade length: 93.2 cm (36 7/to in.) 
Curvature: 3.9 cm (1 1/2 in.) 

Weight: 1.9 kg (4 1/5 lbs.) 

Features: 

Both hands are needed to wield the super- 
long Nodachi. It covers a large area, but it 
slow to begin and finish attacks. 


Saber 

Total length: 72 cm (28 1/3 in.) 

Blade length: 60 cm (23 2/3 in.) 

Weight: 1.2 kg (2 2/3 lbs.) 

Features: 

The Saber is a one-handed blade. 

The shortest weapon, it offers the opponent 
no openings either at the beginning nor the 
end of attacks. While it is very fast, this 
wea|xin's size makes it defensively weaker 
than the other weapons. 

Weapon Commands_ 


•-handed, this weapon does not give 
openings at tlie beginning or the 
attacks. Because of its speed, and its 
length, the Long Sword is 
■ good for beginners, 


Weapon Commands 


Weapon Commands 


From High Stance: 

Vertical + Torso Slash 


From High Stance: 
One-handed Vertical 
+ Torso Slash 


From High Stance: 
Kilsutsuki 


Kokuuzan 
Knee Crush + One-hand Hit 


Normal Stance: 


From Normal Stance: 


From Normal Stance: 

Vertical Upper Attack 
Tsubame Otoshi 


Run and Stab 
Vertical Upper Attack 
Triple Diagonal Slash 
Sweep Off + Upper Attack 


From Normal Stance: 


Jump in + 
One-handed Upper Attack 
ump in + One-handed Stab 
Sensu-gaeshi 


Shlzuku-ryu 
Chaotic Slash 
Kannon Slash 


From low Stance: 


From Low Stance: 


lumping Vertical Slash 
Cyotenzan 


Kawasemi- 


Delayed Slab 
Combination Vertical Slash 


Shishi Odoshimen 








Sledgehammer 

TotaNength: 1)3.5 cm (32 a/to in.) 

Weight: 4.5 kg (10 lbs.) 

Features: 

The heaviest of all the weapons, the 
Sledgehammer lakes both hands to wield. 
Very powerful, but also very slow, which 
makes it a hard weapon to handle, 


From High Stance: 

Step in + Upward Smash 4 4 © 

Jump in + Torso Smash 44 © 
Combination Vertical Smash ©©, ©, © 


Rotation Jump in . 
Vertical Smash 4*4© 
Diagonal + Vertical Smash ©© 

From Low Stance: 

Knee Crush + Vertical Smash O© 
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Broadsword 

Total length: 85 cm 

Blade length: 65 cm 

Blade width: 8.5 cm 

Weight: 4.1 kg 


(33 1/2 in.) 
(25 3/5 in.) 


Features: 

Almost as heavy as the Sledgehammer, 
the Broadsword demands tlie use of both 
hands. The Broadsword does a lot of damage, 
but is sluggish to start an attack. Not a begin¬ 
ner's weapon. 


Weapon Commands 


From High Stance: 


Shirahae 

44 © 

Horizontal Double Slash 

©© 

Lower + Chin Crush 

O© 

From Normal Stance: 


Rotation Torso Slash 

44 © 

Clavicle Crush + 
Horizontal Slash 

©© 

From Low Stance: 


Double Head Smash 

©o 



Naginata 

Total length: 181 cm 
Blade length: 45 cm 
Weight: 2.2 kg 

71 1/3 in.) 

17 1/4 In.) 

4 >1/10 lbs.) 

Rapier 

Total length: 75 cm 

Blade length: 63 cm 

Weight: 0.9 kg 

(29 1/2 in.) 

(24 -t/s in.) 

(2 lbs.) 

Features: 

The longest of all the weapons, the time it 
takes to begin an attack and to draw back 
makes it very slow. This weapon is particu¬ 
larly effective at keeping an opponent at 
a distance. 

Features: 

The Rapier is designed for slabbing attacks. 

It offers goixl range in spile of its limited 
length. However, since it is the lightest of all 
the weapons, its ability to deflect an oppo¬ 
nent's attack is poor. 

Weapon Commands 


Weapon Commands 


From High Stance: 


From High Stance: 


Triple Upper Attack 

From Normal Stance: 

©©, © 

44 © 

Suzume Chirashi 
Vertical Sweep + Slab 

From Normal Stance: 

4 © 

©© 

Clavicle Crush + 
Horizontal Slash 

Front Low Stance: 

©© 

Step Right + Face Slab 
Delayed Slab 
Sanzugoe 

To 

44 © 

©O, ©, ©,© 

Reverse Rotation Slash 

4 ©" 

From Low Stance: 


Three-way Slab 
Bcnishiden 

44 ©@© 

O® 

Combination Face Slab 

©©" 
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KAN N UK! 



Willi .i reputation that makes his opponents 
freeze with fear, Kannukl Is the, most 
powerful of the six characters. 


Special Attacks 


From Normal Stance: 


Broadsword 

Karakannuki 


Low Stance: 


Sub-weapon: lessen (Iron Fan) 

Weight: 1.4 kg (3 lbs.) 

Flight distance: Short 

Flight speed: Fast 

Damage power: Heavy. Hard to 

defend against. 

Tills folding fan made of heavy Iron Is hard to 
defend against when thrown from a short range. 


Sledgehammer 
Mitwari Inoshlshi 


NOTE: The expla 
when the charncti 


the left side of the 



VTJUSEMI 

Oldest of the six characters, Utsusoml is 
a master swordsman. Those who have 
fought him say It's like trying to fight a 
shimmerlngmeal. 









Age: 36 
Sex: Male 

Place of Origin: 

Ireland 

Height: 

189 cm 

(6 ft. 2i/a in.) 
Weight: 

81 kg 

(179 lbs.) 


BLACK LOTUS 


Endowed with a good balance of both 
power and speed, this Irishman was given 
his name “Black Lotus," because his 
opponents forget the troubles of this world 
as they die. 


Special Attacks 


From High Stance: 


Katana 

Sasakezuri 


Sub-weapon: Tanken (Short Sword) 

Weight: 0.07 kg (2 1/2 oz.) 
Flight distance: Very long 
Flight speed: Very fast 
•Damage power: Heavy. It's safer 

to run than defend. 


Rapier 

Murashlgure 


shaped like 


long knife. 


MIKADO 





Tatsumi was not originally: a member of the 
Kage, but became Involved with them for 
some unknown event that may be uncovered. 
Don't expect much from him in the way of 
power, but he has good speed, 



Place of Origin: 

Hiroshima,|npan 


Sledgehammer 
Kusabl Kuzure | '♦*♦© 


Talsumi lias no sub-weapon, but can use 
one if he picks up the sub-weapon of Ills 
opponent. 
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Age; 25 
Sex: Female 


RED SHADOW 


Place of Origin: 

Russia 


This Russian ex-NInja was given her name 
due to her resemblance to a firefly's dull 
glow, She is not as strong as she loolss, but 
her past as a Ninja gives her great: speed. 


Special Attacks 


High Stance: 


Saber 
Yabure Ciuruma 




Soil-weapon: 

Shuriken (Throwing Star) 

Weight: 0.5 kg (Mb.) 
Flight distance: Far 
Flight speed: Very fast 
Damage power: Light 


From Normal Stance: 

Long Sword 
Ayame 
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Tills poison coaled, Iron throwing star was given ■ 
her upon completion of her Ninja training! r 





THE RUIN! OF THE YIN XND 
YXNC LXBYPJNTH CXSTLE. 

The arena of the Story Mrxle Is the mam¬ 
moth ruins of tho ensile shown below Move 
through the fields and select the best battle 
arena while searching for the escape route. 

NOTE: Wlien the opponent (CPU) falls off from 
places like high cliffs, the player can chase and f 
continue to fight, or win by not chasing tile oppo¬ 
nent and proceed to the next stage, 



POV MOD6 

This mode is played through the eyes of the 
character. While the control of the 
Directional Buttons and spacing between the 
opponent are slightly different from the other 
| modes, attacking and defending becomes 
, much more thrilling ,i del ill ng i| 

| THE DIFFERENCE IN 
DIRECTIONXL BUTTON 
CONTROLS 

The forward direction (■►) becomes (♦), as 
seen through the viewpoint, For example: 
jumping, (■►) t (RO)fRO) becomes 
<♦) + ikBi(KO). 

Examples of POV Commands 

i+RBRO 

Sub-weapon: 

♦+ RB © 

AMitiitn.il Attack: 

I In Ibis view It is possible to lose your oppo¬ 
nent, To find them, press (lie Directional 
i Button, the attack button or the defend 
button and the view will turn to face the 
opponent. 


LINK MODE 

It Is possible for two players to link their 
PlayStations together and fight each other In 
the POV Mode, Enjoy the ultra-realistic 
fighting experience of Bushido Blade with a 
special stage for just this mode, Check it outl 

Setting-Up the Link Mode 

Make sure to connect each end of the link 
cable to the Serial I/O terminals on the back 
of each PlayStation before turning the power 
on. 

A separate Bushido Blade disc is needed for 
each PlayStation. 

Starling the Link Mode 

After connecting the link cable, turn on the 
PlayStation. The opening sequence will 
begin, With each controller, press the 
(STARTfe) button to go to the Main Menu, 
Select "Link Mode" and press the (©) 
button. After both players choose their 
characters and weapons, either player can 
select the Arena. 
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Software Warranty 


Sony Computer Entertainment America (SCEA) warrants to the original purchaser ol this SCEA product that 
this Software is Iree Irom delects In material and workmanship lor a porlod ol ninety (90) days Irom tho dale 
ol purchase. SCEA agrees lor a period ol ninety (90) days to either repair or replace, at Its option, the SCEA 
product. You must call 1-800-3J5-S0NY to receive Instructions to obtain repalr/roplacement services, 

This warranty shall not bo applicable and shall bo void II the doled In tho SCEA product has arisen through 
abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
, SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT. INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an Implied warranty lasts and/or exclusions or limitations 
ol consequential damages, so tho above limitations and/or exclusions ol liability may not apply to you. This 
warranty gives you specific legal rights, and you may also have other rights which vary Irom slate to stale. 







